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TITLE OF THE INVENTION

Game Apparatus Game System, and Storing Medium Storing Game Program /„

BACKGROUND OF THE INVENTION

Field of the invention

The present invention relates to a game apparatus, a game svstem. and a storm*

medium storing a game program. More specifically, the present invention relates to a

game apparatus, a game system, and a storing medium storing a game program^ a
^

plurality of players panicipate and play a game on a game screen displayed on a common
display, and the game screen is divided into a plurality of areas^e^clTplayer in

correspondence with the number of the players.
A

Description of the prior art

One example ofgucija kind of conventional game apparatus is disclosed in Japanese

Patent Laying-open No. 2001-70647 (hereinafter referred to as a prior art 1). In an

amusement apparatus of the prior an 1, in a battle-type shooting game, a screen is divided

into two portions, that is, upper and lower portions, and in each of the upper and lower

areas, characters of each player are arranged in a divided manner. Furthermore, by

interchanging the areas in which the players' own characters are displaved bv each turn a
{/• Out M.S

fairness of a playing condition is/securedj for example.

Furthermore, although not related to a game that a plurality of players participate

and play (multiplayer-type game), an example of an art, which is related to a desktop

game in which one player and a computer compete with each other, and a display screen

is divided into a plurality of areas and displayed, is disclosed in Japanese Patent

Laying-open No. 2002-28369 (hereinafter referred to as a prior art 2). In a

three-dimensional display apparatus of the desktop game of the prior art 2, in a Mahjong
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(a poputar Chinese die game) game, for example, ordinary ffles (tiles distributed amonrt
piayers) and discarded dies (discarded tiles, no, used any more) of the piayer are

displayed in different areas, In addition, by arbitrarily setting a ratio, a visual range, and a

viewing angie between^tar*a, -ddispUymg each area, * becomes easy to see. This
enablesjo play tlfflgame^ agactual battling sensation.

In die prior art 1, a size of the divided areas is feed, and the areas in which each

player character is displayed are interchanged. That is, the divided areas are no. changed
depending on a superiority or inferiority of the play content of each player. Therefore^

.here is a^rob^ma, ft is difficu£„ comprehend ,he superiority or inferioritv of each

Player.andthegam'e^ramusetu'g"
'

It is noted that in the prior an 2, although the ratio of each area is arbitrarily set bv
me player for the sake of easy viewing by a single piayer, me prior an 2 is no, intended for

the muldptayer-type game. Therefore, there is the same proWem as in the prior an 1 in

ma. the game is no, changed depending on the superiority or inferiority of the play

content of each player.

SUMMARY OF THE INVENTION

Therefore, it is a primary object of the present invention to provide a novel game
apparatus, a game system, and a storing medium that stores a game program.

It is another object of the present invention to provide a game apparatus, a game
system, and a storing medium that stores a game program capable of easily

comprehending a superiority or inferiority situation of a play content of each player in a

multiplayer-type game. e . *

A }f<&tS**s (tub 4ft*wf
A game apparatus accortftng toAe present invention is a game apparatus that is

provided to be associated wim a display means, and a pluraliry of players participate and



Play a game on a display screen displayed on the display means. The game apparatus

comprises: a game program storing means; an operating means: a number-of-Players

detecting means; a screen dividing means; a game image generating means; an evaluating

value setting means; and a size changing means. The game program storing means stores

a game program. The operating means is operated by the player. The number-of-plavers

detecting means detects the number of players who participate in the game. The screen

dividing means divides a display area included in the display screen by the number of the

participating players, and forms a plurality 0f divided areas. The game image generating

means generates game images in each of the divided areas allotted to each player based^
on the game program and an operation from the operating means. The evaluating value

setting means sets an^evaiuating value of each player according toflferity or

mferioritygtuatioj of^lay content of each player. Furthermore, the size changing

means changes a size of the divided areas allotted to each player based on the evaluating

value.

More specifically, the game apparatus or a game machine Corresponding
reference number. Hereinafter, the samj is provided to be associated with a display

means (34), and constructed in such a manner that a plurality of players participate and

Play a game on a display screen displayed on the display means. The game program

storing means includes a main memory (40) and an optical disk (18), and the game
program is stored therein. The operating means (26) is operated by the player ^and in this

game machine, the game is facilitated based on the game program and an operating signal

from the operating means (26). The number-of-players detecting means (36, SO, 55, S45)

detects the number of players who participate in the game. The screen dividing means

(36, 82, Sll, S53) divides a display area by the number of the participating players, and
forms a plurality of divided areas. The game image generating means (36, 42, 88, S13,
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S25, S55, S67) generates same imagK h each rf^ djvjcied^^ ^^^
based on the game program and thE operaIion fa Qpera .ng mcMs ^
value setting means (36, 34, S17.-SI9, S59-S61) sets an evamating varne of each plave/
according to a superiority or inferiority situation oMfpfcen. of eaeh plave,

' Furthermore, the size changing means (36, 86, S21 ^ a^ rf^
divided areas an„«edto each player baaed on the evaiuating value. Therefore, during a
<™e tha. the gatne isfciUtated) the display screen is generated in correspondence with a
change of the divided areas by the game image generaring means, and disolaved on the

utapiay means. Therefore, according ,o the game apparatus accordina ,„ the present

utvention, the size of the divided areas is changed according to the superiors or
inferiority situation of the p,ay content of each player, and therefore, i« is posstble to

easily comprehend the superiority or inferiority situation of the p,ay content ofeach
player, and in addition, increase the amusement of the *ame

ln(a cenaiHIembodimen^ the screen dividing means equally divides an area of the
display area by the number of the participating piayers, and the size chanain* means
changes the area of the divided areas of each piayer. More specifically, the screen

dividing means corresponds to a step SI 1. If equally divided by the number of the

participating piayers. i, is possible to equally distribute the display area to each plaver atfaj
*

start of the game. The size changing means corresponds to steps S21 and S23 Thus i, is

'

possible to easily^£*. change o, each divided area by the area.

In a certain aspecj, a game apparatus further comprises a display area rendering
means for rendering a circular display area within the display screen. In this game
apparaoas, the screen dividing means equally divides the circular displav area rendered bv
the display area rendering means by the number of the participating plavers in such a
mamter that each divided area is rendered an angle that passes the center thereof, and the
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size changing means changes a center angle of the divided areas of each player. More
specifically, the display area rendering means (36, 42, 78, S51) renders the circular

display area within the display screen. The screen dividing means corresponds to a step

S53. Thus, if the circular display area is set, it becomes easy to divide the display area

even if the number of the participating players is an odd number. Furthermore, if divided

equally, it is possible to equally distribute the display area to each player atCafc the

game. In addition, the size changing means corresponds to steps S63 and 565^ Thus, it is

possible to easily perform the size change of each divided area by the center angel.

In another embodiment, the game image generating means generates a chansed
game image according to a size change of the divided areas by the size changing means.
The game image generating means generates the game image in such a manner as to

change a visual range, for example. More specifically, the game image generating means
corresponds to steps S25 and S67. Furthermore, a size of an object rendered in each

divided area may be changed (Figure 19). Therefore, it may be possible to affect progress

of the game by applying advantages or disadvantages to the play of the game, for

example, and thus, increase the amusement of the game.

In another aspect, a game apparatus further comprises a determining means for

determining whether or not there is the player who ends the game out of the participating

players. In this game apparatus, the size changing means re-divides the display area by"
the number of the remaining players that subtract the players when determined by the

"

determining means that there is the player who ends the game, and determines a size of

re-divided areas based on the evaluating value of the remaining players. More

specifically, the determining means (36, 90, S73) determines whether or not merely
player who ends the game out of the participating players. Furthermore, the size

*

changing means corresponds to steps S75 and S77. Therefore, it is possible to delete the
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divided areas for ,he player who ends the Same fom the^^^ .

fc

possible .0 easily comprehend the superiority „r inferiority simatfon of^ p]ay_
and funhermore, put the display area to an effective use.

A game system according to the present invention is a game system that a piuraiity

of players participate and p,ay a game, and having a video game machine connected to a
common disp.ay and a ptoraiicy of hand-held game machines inciting a separate displav

connected via a connecting means. This game system comprises an cxchandng means
for exchanging data between the video game machine and the hand-held game mach.net
and an evaluating value setting means for setting an evaluating value of each plaver

according to a superiority or inferiority situation of a play content of each plave, The
tad-held game machine includes a firs, game-program storing means, an operating

means, and a flrs, game-image generating means. The fa, game-program storing Jeans
stores a program for a player's own hand-held game. The operating means is operated bv

*• Player. The Hrst game-image generating means generates a separate game image to

be displayed on the separate display based on the program for a player's own hand-hefd
game or an operation from the operating means. The video game machine includes a

second game-program storing means, a number-of-players detecting means, a screen

dividing means, a second game-image generating means, and a size changing means. The
second game-program storing means stores an operating program for the video game
machine and a program for an interlocking game. The number-of-players detecting

means detects the number of players who participate in the game. The screen dividing

means divides a display area included in a common screen to be displayed on the

common display in correspondence with the number of the participating plavers, and
fcrms a plurality ofdivided areas. The second game-image generating means genera.es
game images in each of the divided areas al.orted to each piayer based^ program stored

A



in the second game-program storing means or an operation from the operating means
A

received by the exchanging means. Furthermore, the size changing means changes a size

of the divided areas allotted to each player based on the evaluating value set bv the

evaluating value setting means.

More specifically, the game system (10: Figure 20) is a system having a video

game machine (12) connected to a common display (34), and a plurality of hand-held

game machines (108) including a separate display (114) connected via a connecting

means (110), and that a plurality of players participate and play the game. The

exchanging means (36, 92, 94, 124, 144, 146, S91, S95, S97, Sill, S113, S117)

exchanges data between the video game machine and the hand-held game machine. In

this exchanged data, an operation (key input information) from the operating means

(116), an evaluating value, and etc., are included. The evaluating value setting means

(36, 84, 124, S17-S19, S59-S61) sets the evaluating value of each player according to a

superiority or inferiority situation of a play content of each player. In the hand-held game

machine, a first game-program storing means includes a WRAM 126 or a ROM 130, and.

a program for a player's own hand-held game is stored therein. The operating means

(116) is operated by the player, and based on an operation from this operating means

(116), the game in the hand-held game machine, and the game in the video game machine

are facilitated. The first game-image generating means (124, 142, S107, SI 15, SI 19)

generates a separate game image to be displayed on the separate display based on the

program for a player's own game or the operation from the operating means. In the video

game machine, a second game-program storing means includes a main memory (40) or an

optical disk (18), and an operating program for this video game machine and a program

for an interlocking game are stored therein. The aumber-of-players detecting means (36,

80, S5, S45) detects the number of players who participate in the game. The screen



dividing means (36, 82, Sll, S53) divides a display area included in a common screen to

be displayed on the common display in correspondence with the number of the

participating players, and forms a plurality of divided areas. The second game-image

generating means (36, 42, 88, S13, S25, S55, S67, S93) generates game images in each of

the divided areas allotted to each player based the program stored in the second

game-program storing means or the operation from the operating means received by the

exchanging means. The size changing means (36, 86, S21-S23, S63-S65, S93) changes a

size of the divided areas allotted to each player based on the evaluating value set by the

evaluating value setting means.

Therefore, during a time that the game is(facilitatedj the common screen
A

corresponding to the change of the divided areas is generated by the second game-image

generating means, and displayed on the common display. According to this game system,

similar to the above-described game apparatus, it is possible to easily comprehend the

superiority or inferiority situation of the play content of each player, and increase the

amusement of the game.

In ;CcertainJembodiment, the evaluating value setting means is provided in the

video game machine, and the first game-image generating means re-generates the

separate game images based on the evaluating value of the player received from the video

game machine by the exchanging means. More specifically, the evaluating value setting

means is provided in the video game machine. In addition, the first game-image

generating means corresponds to a step SI 19. Therefore, the separate game images to be

displayed on the separate display of the hand-held game machine is also changed

according to the superiority or inferiority situation of the play content on the common

screen, and therefore, it is possible to realize an interlocking game withfan)increased
'

—

amusement.



A game apparatus according to the present invention is a game apparatus that is

provided to be associated with a display means, and a plurality of players participate and

play a game on a display screen displayed on the display means. This game apparatus

comprises a game program storing means, an operating means, a number-of-players

detecting means, a screen dividing means, a game image generating means, a determining

means, and a re-dividing means. The game program storing means stores a game

program. The operating means is operated by the player. The number-of-players

detecting means detects the number of players who participate in the game. The screen

dividing means divides a display area included in the display screen by the number of the

participating players, and forms a plurality of divided areas. The game image generating

means generates game images in each of the divided areas allotted to each player based

on the game program and an operation from the operating means. The determining

means determine whether or not there is the player who ends the game out of the

participating players. Furthermore, the re-dividing means re-divides the display area by

the number of the remaining players that subtract the number of players when determined

by the determining means that there is the player who ends the game, and allots the

re-divided areas to the remaining players.

More specifically., the game apparatus (12) comprises a game program storing

means, an operating means, a number-of-players detecting means, a screen dividing

means, a game image generating means, and a determining means. Each of these means

is almost similar to the corresponding means in the above-described game apparatus, and

therefore, descriptions will be herein omitted. Furthermore, the re-dividing means (36,

86, S75, S77) re-divides the display area by the number of the remaining players that

subtract the number of players when determined by the determining means that there is

the player who ends the game, and allots the re-divided areas to the remaining players.



Therefore it is possible to delete from the display area the divided areas for the player

who ends the game so that it is possible to easily comprehend the superiority or inferiority

situation of the play content, and put the display area to an effective use.

A game system according to the^present invention is a game system that a plurality

of players participate and play a game, and having a video game machine connected to a

common display and a plurality of hand-held game machines including separate displays

means connected via a connecting means. This game system comprises an exchanging

means for exchanging data between the video same machine and the hand-held crame

machine. The hand-held game machine includes a first game-program storing means, an

operating means, and a first game-image generating means. The first game-program

storing means stores a program for a player's own hand-held game. The operating means

is operated by the player. The first game-image generating means generates a separate

game image to be displayed on the separate display based on the program for a player's

own hand-held game or an operation from the operating means. The video game machine

includes a second game-program storing means, a number-of-players detecting means, a

screen dividing means, a second game-image generating means, a determining means,

and a re-dividing means. The second game-program storing means stores an operating

program for the video game machine and a program for an interlocking game. The

number-of-players detecting means detects the number of players who participate in the

game. The screen dividing means divides the display area included in a common screen

to be displayed on the common display in correspondence with the number of the

participating players, and forms a plurality of divided areas. The second game-image

generating means generates game images in each of the divided areas allotted to each

player based on the program stored in the second game-program storing means or an

operation from the operating means received by the exchanging means. Tne determining
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means determines whether or not there is the player who ends the game out of the

participating players. The re-dividing means re-divides the display area by the number of

the remaining players that subtract the player when determined by the determining means

that there is the player who ends the game, and allots the re-divided areas to the remaining

players.

More specifically, the game system (10) is a game system having a video game

machine and a plurality of hand-held game machines connected, and comprises an

exchanging means. In addition, the hand-held game machine includes a first

game-program storing means, an operating means, and a first game-image generating

means, and the video game machine includes a second game-program storing means, a

number-of-players detecting means, a screen dividing means, a second game-image

generating means. Tnese means are almost similar to the corresponding means in the

above-described game system, and therefore, descriptions will be herein omitted.

Furthermore, in the video game machine, the determining means (36, 90, S73) determines

whether or not there is the player who ends the game out of the participating players. The

re-dividing means (36, 36, S75, S77) re-divides the display area by the number of the

remaining players that subtract the player when determined by the determining means

that there is the player who ends the game, and allots the re-divided areas to the remaining

players. Therefore, it is possible to delete from the display area the divided areas for the

player who ends the game so that it is possible to easily comprehend the superiority or

inferiority situation of the play content, and put the display area of the common screen to

an effective use.

A game program storing medium according to the present invention is a storing

medium that stores a game program for changing a plurality of divided areas on a display

screen in a game apparatus that is provided to be associated with the display means, and a
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plurality of players participate in a game and operate an operating means so as to play the

game on the display screen displayed on the display means. Tne game program of this

storing medium includes a number-of-players detecting step, a screen dividing step, a

game-image generating step, an evaluating value setting step, and a size changing step,

and allows a computer of the above game apparatus to execute these steps. The

number-of-players detecting step detects the number of players who participate in the

game. The screen dividing step divides the display area included in the display screen by

the number of the participating players, and forms the plurality of divided areas. The

game-image generating step generates game images in each of the divided areas allotted

to each player based on an operation from the operating means. The evaluating value

setting step sets an evaluating value of each player according to a superiority or inferiority

situation of a play content of each player. Furthermore, the size changing step changes a

size of the divided areas allotted to each player based on the evaluating value.

A game program storing medium according to the present invention is a storing

medium that stores a game program for changing a plurality of divided areas on a

common screen in a game system having a video game machine connected to a common

display, and a plurality of hand-held game machines including an operating means

operated by a player and a separate display connected via a connecting means, and that a

plurality of players participate and play the game on the common screen displayed on the

common display and a separate screen displayed on the separate display. The game

program of this storing medium allows a computer of the hand-held game machine to

execute an operation transferring step, and a first game-image generating step. The

operation transferring step transfers an operation from the operating means to the video

game machine. The first game-image generating step generates a separate game image to

be displayed on the separate display based on the operation from the operating means. In



addtuon, the^ prospam of this sloring^^ a^^^^
nmchrne ,o execute an operation receiving step, . ^^ ^
screen dividing step, a second „ame,mage ^ ^^

_

and a size changing srep. lie operation receiving slep receives M operatim foJ^
> -and-hem game machine. The numbe,of-p,ayers detecting step deteca the numb„ rf

•he pinyem who panicipate fa ^ gaffle ^^^^^ ^^^
tucluded „ the common OTeen fa mmsponince wfth fte number of^ ?mk_^

Senera.es game images in each of .he divided areas aUorted .„ each P,aver based „„ an
operate received by the operation receiving step. The evamaring value setting step sets
an evaluating value of each piaver according to a superiority or inferior!* station
Play content of each p,aye, The size changing step changes a size of the divided areas
allotted to each player based on the evaluating value.

According to these game program storing media, fojsimilar to the

ahove.describedgameappara.ua and *e game system, i, e,iiy comprehend
*e superiority or inferiority situation of the p,ay content of each player, and increase the
amusement of the game.

A game program storins medium accordLCt""'
^W ^mm according tothe present invention is a storm-

medium that stores a game program for changing a p.urality of divided areas on a dispL
screen in a game apparatus that is provided to be associated with a dispiay mean, and a
Plurality of players participate in a game and operate an operating means so a, to p,av the
Same on the dispmy screen displayed on the display means. The game promam of this
stormg medium comprises a numbe,o,-players detecting s.eP, a screen dividing SIep a
Same-mage generaring step, a determining step, and a re-dividing step, and aflows a
computer of the above-described game appamtus to execute these step, The



25

^^^^^^^^^
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•

execute an operatton transferring step and a

n .

9 P? Md 3 fmt «™-«nage generating step. TTaeoperatton transferring step transfers an operation from theo
game machine. Tta first *ame

§^ * ^xne ant game-unage generating step venerate, , «
h+s- i

generates a separate same ima<^e to
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~chine. ne number.0,playTO imctms step detccts 4e numbCT ^

— images in each of the divided^^ ^^^^_ ^

fee ,s the player wh0 cnds [he gM]e ow of^ pmjd()atjns^ ^

«ds the Satne, and^ lhe re .divjdcd^ (o^ ^
According t0 these game progran, storing nredia, jfajtafa t0 thc

*e superiority or sjtuaIjon of^ phy com£m Qf^^^ ^
cusplay area of the common screen to an effective use.

According to the present invention, each of the divided areas is Caused according
-o the superioriry or inferiority of the pia.v content of each p,ayer so ,h, it I p0ssiWe ,J

conaprehend the superiority or inferiority situation of the pIay content 0f each
Player, and increase the amusement of the game.

TTte above-described object, and other objects, fean.es, aspect and advantages of
e Present invention w,„ become ntore apparent from the Mowing^

of the present invention when take„ in conjunction with the accontpanying drawings.

BRIEF DESCRIPTION OF THE DRAWINGS
Figure

1
is an mutative view showing an ontthre of a game apparatus of one



embodiment of the present invention;

Figure 2 is a block diagram showing one example of internal structure of the game
apparatus of the Figure 1 embodiment;

Figure 3 is an illustrative view showing one example of a memory map of a main
memory of Figure 2;

Figure 4 is an illustrative view showing one example of a display screen a, a time
of starting a game in a case of a 2-person play in the game apparatus of the Figure 1

embodiment;

Figure 5 is an illustrative view showing one example of a display screen when a
player 1 takes a card from a Fi<mre 4 sitintinn mm a ngure 4 situation in the game apparatus of the Figure 1

embodiment;

Figure 6 is an illustrative view showing one example of a displav screen of a

situation tha. the player 1 faci.ita.es the game advantageously from the Figure 4 station
in the game apparatus of the Figure 1 embodiment;

Figure 7 is an illustrative view showing one example of a display screen a, a time
of stoning the game in a case of a 4-person play in the game apparatus of the Figure 1 .

embodiment;

Figure 8 is an illustrative view showing one example of a displav screen tha. the

Player
1 takes a card from the Figure 7 situation in the game apparatus of the Figure 1

embodiment;

Figure 9 is an illustrative view showing one example of a displav screen that the

Player 1 facilitates the game advantageously from the Figure 7 situation in the game
apparatus of the Figure 1 embodiment;

Figure 10 is a flowchart showing one portion of one example of an operation of
the game apparatus of the Figure 1 embodiment;
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Figure 11 is a flowchart showing a succeeding portion of Figure 10:

Figure 12 is an illustrative view showing another example of the display screen-in

a case of 4-person play in the game apparatus of the Figure 1 embodiment;

Figure 13 is an illustrative view showing one example of a display screen at a time

of starting the game in a case of a 3-person play in the game apparatus of the Figure 1

embodiment;

Figure 14 is an illustrative view showing one example of a display screen that a

player 2 defeats an enemy character from the Figure 13 situation in the game apparatus of

the Figure 1 embodiment;

Figure 15 is an illustrative view showing one example of a display screen of a

situation that the player 2 facilitates the game advantageously from the Figure 13

situation in the game apparatus of the Figure 1 embodiment;

Figure 16 is an illustrative view showing one example of a display screen that the

Player 1 is game-over from the Figure 13 situation in the game apparatus in the Figure 1

embodiment;

Figure 17 is a flowchart showing one portion of another example of an operation

of the game apparatus of the Figure 1 embodiment;

Figure 18 is a flowchart showing a succeeding portion of Figure 17;

Figure 19 is an illustrative view showing one example of a display screen in a

certain situation in a case of a 4-person play in the game apparatus of the Figure 1

embodiment;

Figure 20 is an illustrative view showing an outline of a game system of another

embodiment of the present invention;

Figure 21 is a block diagram showing one example of internal structure of a

hand-held game machine of the Figure 20 embodiment:



Figure 22 is an illustrative view showing one mmnl, of-,J
=> one sample of a memorv map of a

ROM of a hand-held game machine in Figure 21;

Figure 23 is an illustrative view showing one example of a screen disolaved on a
separate display of the Figure 20 embodiment, (A) shows-a game starting time in a case of
a 4-person play, and (B) shows a situation

advantageously;

Figure 24 is a flowchart showing „ne cxampfc of, exchaBgjng^^ ^
operations of the video game machine in .he Figure 20 embodiment; and

Figure 25 is a flowchart showing one exantpie of the operation of the hand-held
game machine of the Figure 20 embodiment.

in a case that the player 1 facilitates the game

DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS
A video game system 10 of this embodiment shown in Figure I includes a video

game apparatus or a video game machine (hereinafter briefly referred to as a «*ame
-chine") 12. A power is suppfled to this game machine 12. and this power mav be an
ordinary AC adaptor (no, 5h0wn> m the embodimea , ^^^ .^^ ^
home-use conventional wan outlet, and converts a home-use power into a low DC vohase
signal appropriate for driving the <rame machfnp r„9 ne aame machine 1_. In another embodiment a battery
may be used as the power.

The ganre machine 12 includes an approximately cubic housing 14, and a. an

16, an opflcal dish 13, which is one examp,e of an information storing medium thai stores
a Same program, is attached. At a fton, surface of the housing 14, a pmraiftv 0,(4 in this

embodiment) connecrors 20 are provided. These connectors 20 are connectors for
connecrmg a confer 22 ,„ the game machine ,2 by a cable 24, and in this embodimen,
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it is possible to connect a maximum of four controllers to the game machine 12.

It is noted that only two controllers 22 are shown in Figure 1 as an example, and

however, the controllers 22 equal to the number of players who participate in the game

are connected.

In the controller 22, an operating means (control) 26 is provided at its upper,

lower, side surfaces, and etc. The operating means 26 includes two analog joysticks, one

cross key, a plurality of button switches, and etc., for example. One analog joystick is

used for inputting a moving direction and/or a moving speed or a moving amount of the

player character (moving image character operable by the player using the controller 22)

by a slanting amount and a direction of the stick. Another analog joystick controls by a

slanting direction a movement of a virtual camera, for example. The cross switch is used

for instructing the moving direction of the player character in place of the analog joystick.

The button switch is used for instructing the movement of the player character, changing

a viewpoint of the virtual camera of a three-dimensional image, adjusting the moving

speed of the player character, and so forth. Furthermore, the button switch controls a

menu selection, and a pointer or a cursor movement.

It is noted that in this embodiment, the controller 22 is connected to the game

machine 12 by the cable 24. However, the controller 22 may be connected to the game

machine 12 by another method such as in a wireless manner via an electromagnetic wave

(radio wave or infrared ray, for example). In addition,gedless to sayjspecific structure

of the operating means of the controller 22 is not limited to the structure of the

embodiment, and<Sn arbitrary deformation impossible. One analog joystick may be

sufficient, or may not be used at all, for exampl^Jfee cross switch ma"y not be used.

Below the connector 20 at the front surface of the housing 14 of the game machine

12, at least one (2 in this embodiment) memory slot 28 is provided. A memory card 30 is
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inserted into this memory slot 28. The memory card 30 is used for loading and

temporarily storing a game program, display-use data, and etc., read out from the optical

disk 18 (see Figure 3), saving game data (result of the game, for example) of the game

played using this game system 10, and so forth.

At a rear surface of the housing 14 of the game machine 12, an AV cable

connector (not shown) is provided, and using the connector, a monitor 34 is connected to

the game machine 12 through an AV cable 32. Typically, the monitor 34 is a color

television receiver, and the AV cable 32 inputs a video signal from the game machine 12

to a video input terminal of the color television, and applies a sound signal to an audio

input terminal. Therefore, a game image of a three-dimensional (3D) video game may be

displayed on the color television (monitor) 34, and a stereo game sound such as a game

music (BGM), a sound effect, and etc., may be output from speakers 34a on both sides.

In this game system 10, in order for a user or a game player to play the game (or

another application), the user, first, turns on the power of the game machine 12, next, the

user selects the appropriate optical disk 18 that stores a video game (or another

application intended to play), and loads the optical disk 18 into the disk drive 16 of the

game machine 12. Accordingly, the user allows the game machine 12 to start executing

the video game or another application based on a software stored in the optical disk 18.

The user operates the controller 22 in order to apply an input to the game machine 12.

The user starts the game or another application by operating one of features of the

operating means 26. It is possible to move the moving image character (player character)

to a different direction or change a viewpoint (camera location) of the user in a

three-dimensional (3D) game world.

Figure 2 is a block diagram showing electric internal structure of the video game

system 10 of the Figure 1 embodiment. In the video game machine 12, a central
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processing unit (hereinafter briefly referred to as "CPU") 36 is provided. The CPU 36 is

also called as a computer or a processor, and etc., and responsible for entirely controlling

the game machine. The CPU 36 or computer functions as a game processor, and is joined

to the memory controller 38 via a bus. Primarily, the memory controller 38 controls a

writing or a reading of the main memory 40 joined via the bus under the control of the

CPU 36. The main memory 40 is used as a working area or a buffer area. To the memory

controller 38, a GPU (Graphics Processing Unit) 42 is joined.

The GPU 42 is constructed of a single chip ASIC, for example, and receives a

graphics command (rendering instruction) from the CPU 36 via the memory controller 38

so as to generate a three-dimensional (3D) game image by a geometric unit 44 and a

rendering unit 46 according to that command. That is, the geometric unit 44 performs

coordinate operation processes such as a rotation, a movement, a deformation, and etc., of

various characters and objects in a three-dimensional coordinate system (constructed of a

plurality of polygons. In addition, the polygon is a polygonal plain surface defined bv at

least three vertexes coordinates). The rendering unit 46 performs rendering processes

such as attaching (rendering) a texture (texture image) to each polygon of the various

objects, and so forth. Therefore, the 3D image data to be displayed on the game screen is

created by the GPU 42, and the image data (texture data) is rendered (stored) within a

frame buffer 48.

It is noted that the data (primitive or polygon or texture, and etc.) necessary for the

GPU 42 to execute the graphics command is obtained by the GPU 42 from the main

memory 40 via the memory controller 38.

The frame buffer 48 is a memory for rendering (accumulating) the image data

worth 1 frame of a luster scanning monitor 34, for example, and overwritten by the GPU

42 by each 1 frame. As a result of a video VF 58 described later reading out the data of the
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frame buffer 48 via the memory controller 38, the game image is displayed on the screen

of the monitor 34. It is noted that a capacity of the frame buffer 48 has ajfegenesfj

corresponding to the number of pixels (pixel or dot) of the screen intended to be

displayed. It has the number of pixels corresponding to the number of pixels (storing

location or address) of the display or the monitor 34, for example.

In addition, a Z buffer 50 has a storing capacity equal to the number of bits of

depth data per the number of pixels (storing location or address) corresponding to the

frame buffer 48 X one pixel, and stores depth information or the depth data (Z value) of

dots corresponding to each storing location of the frame buffer 48.

It is noted that both of the frame buffer 48 and the Z buffer 50 may be constructed

using one portion of the main memory 40.

The memory controller 38 is also joined to a sub memory 54 via a DSP (Didtal

Signal Processor) 52. Therefore, the memory controller 38 controls the writing and/or

reading-out of not only the main memory 40 but also the sub memory 54 under the control

of the CPU 36.

The DSP 52 functions as a sound processor, and executes an audio processing

task. The sub memory 54 is used as an audio memory for storing sound waveform data,

and etc., read out from the disk 18, for example. The DSP 52 receives an audio

processing command from the CPU 36 via the memory controller 38, extracts the

necessary sound waveform data in correspondence with the command, and performs

processes/mixings of a pitch modulation, a mixing between sound data and effect data,

and etc., for example. The audio processing command is issued by reading out one after

another and analyzing performance control data written in the main memory40 as a result

of the sound control program being executed, for example. The sound waveform data is

read out one after another, and processed by the DSP 52 for generating a game audio
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speaker 34.

I. b need rha, i, „ nMdIess t0 say^ tfce generated^ da(a
. m (fajttd ^ ^- for a 2ch stereo reproduction

, md rapabIe of correspondjng [o a stuToimd

example.
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F"^0- *e~- 38 is J0ined t0 eaci ^^^^ 5sw 62, and 64 by the bus.

1* W* „ an iarerrace for the„„ ^^ ^^^* - operas^ of to openlIijlg^ Qf^ ^ ^^ ^
memory controller 38.

The video I/F 58 access the frame buffer 48 read, n„ f * •
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^
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reads out the ™age data generated bv
the GPU 42, and applies to the monitor 34 the ima^e sicrmi n u0r tfae image data (diaital

PLxel vaIue
)™ the AV cable 32 (Figure 1).

The external UF 60 joins the memory card ~0 fF,W iv"a "u (^ Jgure 1) inserted in the front
surface of the game machine 1 -> tr, *h. ~
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*u via tne memory controller 38. or read
out the data from the memory card 30.
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-4a of the monitor 34, additional flve spcakcK a„d_^^^^ ^^
of a 7.1ch surround reproduction) may be provided via an AV amplifcr,^ e!c

Funhermore, the diskW 64 joins the disk drive 16 ,o the memorv conrroiier 38^.i-fore, tneCPU36 con,ro,Slnedisk d„ve 1, Program data, the object data, the
rmage data, the performance data, and etc readn„ffr„ .ua, ana etc., read out from the opocal disk 18 bv this disk
dnve 16 are written mt0 lhe m^_^^^^ ^^^^

Figure 3 shows a memory map of the main memory 40. The main memorv 40
-hades a game program storing area 66, an object data storing area 68. a sound data
-ring area 70, the number-of-players data storing area 72, and an evaiuating-value-data
-ring area 74. ht addition, a storing area 76 for other various data necessarv for
facilitating the game is provided.

In the game program storing area 66, the game program read on. from the optical
d*k 18 is stored entire* a, once or partially and sennenriaUy. The CPU 36 executes the
Same process according to the game program. This game pro-am is constructed of a
dtsplay area setting program 78, a number of piayers detecting program 80. a screen
adding program 82, an evaiuating vaiue setting program 84, . aivided_^
Program 86. a game image generating program 88, an ended p.ayer determining pro*!
90, a key input information receiving program 92, an evaluating value exchanging
Program 94, other various programs 96 necessary for proceeding the game, and em

Here, i, is noted tha, the dispiay area setting program 78 is a program for setting a
form andasizeofthedispiayarea within the dispiay screen, and thereby, the dispiav ara

» Ftgure 13 are set. Furthermore, the divided areas changing program 86 include, a si.
changing program for changing the size of the divided areas a re d,wiucu areas, a re-dividing program for
re-dividing the display areas, and etc. In addition the kev inn„,

• , •auuuion, cne Key input information receiving
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program 92 and the evaluating value exchanging program 94 are programs for an

interlocking game in the game system 10 as in Figure 20 described later, andm addition,

illustrated in this Figure 3.

Into the object data storing area 68, data regarding the game character such as a

player object, an enemy object, and etc., an item object such as an item, and etc., and a

background object, and etc., are read out from the optical disk 18 and loaded, for

example. Each object data includes a polygon regarding the respective objects, and etc.

It is noted that data such as the above-described objects, and etc., may be loaded into the

main memory 40 from the optical disk 18 as required.

In the sound data storing area 70, performance control information for performing

a game music such as a BGM, and etc., are loaded from the optical disk 18, for example.

In the number-of-players data storing area 72, information regarding the players

who participate in the game is stored. That is, the number of the participating players is

written at a time of starting the game. In addition, if there is player who is game-over,

data showing the number of the remaining players that subtract the number of the players

who is game-over, which player the remaining players are, and etc., are written.

In the evaluating-value-data storing area 74, information regarding an evaluating

value of each player 1,2, 3, • • • in correspondence with progress of the game. The

evaluating value is set according to a superiority or inferiority situation of a play content

of the player.

In this game system 10, for example, a multi-player participating-type battle

game, in which a plurality of players participate and compete for the superiority, is

played. The plurality of players play the game on a display screen, that is, a game screen,

displayed on the monitor 34 provided -o be associated with the game machine 12^

At a time of starting the game, the number of players who participate is detected.

-25-



n= number of .he panic.pa.ing player may be se, as a result of the player 1 selecting the

number of participants on the menu screen disptayed before the game begins, and etc' for

example, or each player selecting to participate in the game, and so forth.

Furthermore, the display area included in the display screen is divided by the

number of the participating player,, the divided display areas (divided areas) are altered
to each player, and the game images for each player is displayed in each divided area

Herein, the display area is an area for displaying a game space or world in which
each player actually p,ays the game. Depending on the game or the number of

participants, and etc, the entire display screen may be set as the display area, and in this

case, states of scores, equipment, a physical strength value or a rank, and etc., of each
Player may be displayed within each player's area. Furthermore, the displav area and
other areas (area showing the above-described state, and etc.) may be separately prov.ded
within the display screen.

.

A. a time of dividing the screen when this game begins, baaicallv, the displav areas

are equally divided by the number of the participating players, and equally distributed so
as no, to cause discrepancy among each player. However, as a result of a handicap beina
set among the players, the divided areas may be divided with a difference in size from the

beginning.

Figure 4 shows one example of the display screen a, a time of starting the game in

a case of a 2-person play. In this example, the entire display screen is se. as the displav

area, and therefore, .he display area is a rectangular shape. Furthermore, as for a kind of
.be games, a game such as a Japanese card game of the one hundred famous poems or a

Japanese playing card, and etc., is displayed as an example. That is, each p.aver listens ,0

a sound output from the speaker 34a, and operates the operating means 26 of the

respective controllers 22 so as to find and take the card (object, 100 faster than another



Player, thus competfflg for^ „umb„ of^^ ^^^

divided area has the area of 90.
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Player 2. Therefore, . large^^ playeB^^^^^
*e card, 100 eo be diSplayea s0 te ,he advanageous^ (^^^^
mcreasmgiy advantageous* Md the pIayer 2 becomes

A, example of progress of the display screen in a case of a 4-person piay is

= displayed in Figure 7 to Figure 9 In the cas, r.f ,k. j_» v. in tne case of tie 4-person play, too, the divided areas
are changed approximate^ similar to the case of the above-described 2-person p,av

« Figure 7, the display screen a. a thne o, starring the game is displaved, and the
rectangular-shaped divided areas A, B, C and D of each player 1, 2, 3 and 4 are equally

la Figure
8, the disptay screen in a case that the piayer 1 takes one card 100 front

he Figure 7 situation is displayed, to Uus case, the evaluating va,„e o, the piaver 1 „
added by 0, and rendered ,5, and therefore, the area of the divided area A of me piaver

1 becomes 60, the areas of the divided areas B, C and D of another piaver

become 40. Based on these calculated areas ofeach of the divided areas, each divided
area is changed. Furthermore, in correspondence with the change ofeach divided area
the visual range of the game image of each divided area is changed.

Regarding the change of the divided areas of this Figure S example, the right/left

divisionofthedispiayscreenisrenderedthebasi^atis.Hrs.adividing.ocationofthe

both sides (tight and ief) is detennined, and inter, the upper and lower dividing iocatfons

- each area of the both stdes are detetmined. fc mis exampie. a group of the piaver , and
be player 3 is ammged on the left side, and a group of the p,ayer 2 and piaver 4 on me
ngh. Side. Therefore, from a ratio benveen a sum of the areas of the divided area A of the
Player I and the divided area C of the piayer 3 (or a sum of the evaiuating value o, the
player 1 and the evaluating value of nliv<»r ^^ ~

=,
aiue ot player j) and, a sum of the areas of the divided area B

of the player 2 and the divided area D of the olaver 4 fnr La or tne player 4 (or a sum of the evaluating value of
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the player 2 and the evaluating value of the player 4), a location of the basic partition

object 98a that divides into the both sides across upper and lower sides of the display

screen, or a length in the horizontal direction of each divided area is calculated.

Furthermore, the location of a partition object 98b that extends in the horizontal direction

and divides the divided area A and the divided area C, or the length in the vertical

direction of the divided area A and the divided area C is calculated from an area ratio

between the divided area A and the divided area C (or a ratio between the evaluating

values of the player 1 and the player 3).. In addition, the location of a partition object 98c

that extends in the horizontal direction and divides the divided area B and the divided area

D ; or the length in the vertical direction of the divided area B and the divided area D is

calculated from an area ratio between the divided area B and the divided area D (or the

ratio of the evaluating values of the player 2 and the player 4). In a case that the length in

the horizontal direction of the display area in Figure 8 is 18, and the length in the vertical

direction is 10, for example, the length in the horizontal direction of the divided area A
and the divided area C is ((60 + 40) / 180) X 18 = 10, and the length in the horizontal

direction of the divided area B and the divided area D is ((40 » 40) / 180) X 18 = 8.

Furthermore, the length of the vertical direction of the divided area A is (60 . (60 + 40)) X

10 = 6, and the length in the vertical direction of the divided area C is (40 / (60 + 40 )) X

10 = 4. In addition, the length in the vertical direction of the divided area B and the

divided area D is (40/ (40 + 40 )) X 10 = 5, respectively.

In Figure 9, the display screen, which is in a situation that the player 1 facilitates

the game further advantageously later, is displayed. In this case, the divided area A of the

player 1 has become very large compared to the divided areas of other players, and

therefore, the player 1 can play the game increasingly advantageously. On the other

hand, the divided area B of the player 2 has become very small compared to the divided
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areas of other players. In addition, in this display condition, the card 100 is not displayed

entirely, and therefore, the player 2 finds difficulties in looking for the card 100 to be

taken, and becomes disadvantageous compared to other players.

In this embodiment, when a condition of taking the card 100 is satisfied, a

predetermined value is added to the evaluating value of the player, and therefore,

according to the superiority or inferiority situation of the play content (in this case, in

proportion to the superiority or inferiority), the size of the divided areas of each player is

changed. Therefore, by taking a brief look at the display screen, it becomes possible to

easily comprehend the superiority or inferiority situation of the play content of each

player.

In addition, the superiority or inferiority is reflected in the display area of each

player so that it is possible to increase the amusement of the game, and for the

advantageous player to obtain a sense of achievement. Furthermore, in correspondence

with the change of the divided areas, the visual range of the game image is also changed

so that as a result of the advantageous player being more advantageous, and the

disadvantageous player being more disadvantageous, it becomes possible to affect the

progress of the game, and facilitate the progress of the game by speeding up the result of

the battle.

It is noted that in the examples in Figure 3 and Figure 9 in a case of the

above-described 4-person play, regarding the change of the divided areas, the right/left

division of the display screen, that is, the display area, is the basis. However, in another

embodiment, *^own in Figure 12, for example, an upper/lower division of the display

screen may be^basis. That is, first, upper/lower dividing locations are determined, and
^

later, right/left dividing locations in each of the upper/lower areas are determined. In this

case, the location of the basic partition object 98d that divides the display screen into the
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upper/lower areas, or the length in the vertical direction of each divided area are

calculated from a ratio between a sum of the areas of the divided area A of the player 1

and the divided area B of the player 2, and the sum of the areas of the divided area C of the

Player 3 and the divided area D of the player 4. In addition, the location of the partition

object 98e that divides the divided area A and the divided area B, or the length in the

horizontal direction of the divided area A and the divided area B are calculated from an

area ratio between the divided areaA and the divided area B. Furthermore, the location of
a partition object 98f that divides the divided area C and the divided area D, or the length

in the horizontal direction of the divided area C and the divided area D are calculated

from the area ratio between the divided area C and the divided area D.

The above-described operation is processed by the CPU 56 according to a

flowchart shown in Figure 10 and Figure 11. When playing the game, the optical disk 18

is set to the game machine 12, and the power is turned on, the necessary program and the

data are read out from the optical disk 18, and stored in the main memory 40 as shown in

Figure 3. The CPU 36 starts a game process, and allows a menu screen (not shown) to be.

displayed on the monitor 34 in a first step SI in Figure 10. In the step Si, a

number-of-participants selecting screen associated with the menu screen is also

displayed. In this number-of-participants selecting screen, the player can select or set,

and so forth, the number of participants by operating the operating means 26. In addition,

in the menu screen, the player can also select a kind, and etc. of the game to be played.

Next, in a step 3, the CPU 36 determines whether or not a game start is selected,

that is, whether or not, out of functions of the operating means 26, a start bottom, etc., are

operated by the player, for example. If "NO" in this step 3, the process returns to the step

1 so as to repeat the process.

On the other hand, if "YES" in the sten ST m-* ,v • .m tne steP s-» is, in a case that the game start is
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-Ktmcred by the player, ^ CPU 36 cSccks (|]e number^ panfcjpatfas^
selecred by tne piayer fa . step and^^^^ ^^ ^
nnmb.r-of.p.aye, data sloring arM 72 Qf (he najn mmory^ ^ a ^^

_
* a srep S9. 0,= CPU 36 setsV „ thc ^ ^^

» vaiue, and wnres rhe vaiue tat0 „^^.^^^ ?+ rf^^
memory 40.

Furore, inastep Sll, the CPU 36 equally divides me area of the dispiav area
» correspondence wirh the number of the partidpatjng^^ ^^
number-of-piayers data storing area 72. Tha, is, 4. area of the divided areas of each
Player is caicuiated, and baaed on the are, the iocadon of the Parri,ion object 98 or rhe
eng* of rhe each disP,ay area, and etc. are calcaiated, for exampie. „ is nored that ir nrav
be PoSSib,e to have in advance rhe area by each number of the panicking plaver, a

_

drvrdmg location, and etc., as data, and read out the data.

Ne„, in a s,eP S13, the CPU 36 generates the game inaage to be dispiaved in the
drvided areas by each P,ayer, and a„ows rhe game inrage of each Piayer ro be displayed in
the respective divided areas in a s.eP S15. That is, the image data bavin, the dispiav
screen in which the game image of each piayer is rendered in the divided areas is

generated, and dispiayed on the screen of the monitor 34. This process aUows !ne disP,av
screen a, a rime ofsrardng me game as shown in Fignre 4 and Figure 7, for exampie ,o be
drspiayed on th. monitor 34. Furthermore, each piayer P,avs the game (in the

embodiments in Figure 4 and Fignre 7, a card-taking game) on this dispiav screen bv
operarmg the operating means 26 of their own conrroller 22 as required.

Ne,r, in a step S17 in Figure 11, ,he CPU 36 determines whether or nor the card
100 > taken by any one of me players. If "YES" in this srep SI 7, the CPU 36 reads our
the evaluating value dara of .he player who took the card 100 from the
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evaluating-value-data storing area 74 of the main memory 40, and adds -05" to this data

in a step S19. A calculated new evaluating value is stored in an area for the player in the

evaluating-value-data storing area 74.

In succeeding steps S21 and S23, a size change of the divided areas is performed.

Hm is, in the step S21, the CPU 36 caicnia.es toe area of toe divided areas of each player

based on toe evaluating value of each player. The area of toe divided areas of each plaver

is calculated by ((toe evaluating value of toe player/sum of the evaluating value, of all

players) X area of the display area) in this embodiment.

in the step S23, toe CPU 36 changes toe divided area of each player based on the

calculated area of toe divided areas. That is, as described above, for cample, toe display

location, and etc., of toe partition object 98 and each divided area are calculated by toe

area ratio of each divided area, and etc.

In a step S25, the CPU 36 changes the visual range of the game image to be

displayed in the divided areas of each player in correspondence with the changed divided

areas. Furthermore, in a step S27, the CPU 36 allows the game image of the changed

visual range of each player to be displayed in each of the changed divided areas. That is,

the image data having the display screen in which the changed game image of each player

is rendered in the divided areas is generated, and displayed on the screen of the monitor

34. Thereby, the display screen as shown in Figure 5 or Figure 3 is displayed on the

monitor 34? for example.

I. is noted that if "NO" in toe step S17, toe CPU 36 executes toe game process

based on another player operation in a step S29. This process includes a process of a case

of no, taking toe card 100, a process based on various operations other than talcing the

card, and etc. In a case that toe card 100 is no. taken by any player, toe size of toe divided

areas is no. changed so .ha. toe game image «ha, conforms to toe size of the divided areas
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at that time is generated and displayed, thus, the game is made progress.

After the process of the step S27 or the process of the step S29 is ended, the CPU
36 determines whether or not the remaining card is rendered zero (0) in a step S31. If

"NO" in this step S31, that is, in a case that the card 100 still remains, the process returns

to the step S17 so as to repeat the process. Therefore, as described above, for example, in

a case that the player 1 continues playing the game advantageously, the display screen of

a situation in which the player 1 is overwhelmingly advantageous is displayed on the

monitor 34 as shown in Figure 6 or Figure 9.

On the other hand, if "YES" in the step S31, that is, in a case that all cards 100 are

taken, the CPU 36 executes a process for ending the game in a step 33, and ends this game
process.

It is needless to say that the kind of the game and a determination condition of the

superiority/inferiority dCSCribed here are ««* one example, aTdc'hSjedafe*
In another embodiment, in a race game, the evaluating value may be set hasJd on a tile

difference from the player who'pSe^j'first in a check point, for example.

It is noted that in the above-described embodiment, ail of the display screen (entire

range) are set to the display area, and divided by each player. However, in another

embodiment, the display area may be provided by sectioning the range by an appropriate

shape within the display screen, and the display area is divided by each player.

An example of the display screen in a case that a circular display area is set within

the display screen is shown in Figure 13 to Figure 16, for example. In this case, each

divided area may be formed in such a manner that each divided area is rendered an angle

that passes the center of the circular display area, in other words, a shape including the

angle that passes the center of the circle, and the center angle of each divided area may be

changed based on the evaluating value. It is needless to say that in this case,(tpo^the size
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change of each dividedm may be perf0[med by^^ b ^^^
above-described embodiments.

m Figu, 13
,
a dispiay screen a, a thne of startfng the game fa .^^

player defeats the enemy character 104, is shown.

in Figure 13. eaoh divided area A, B, or C is fomred hy eoaaUy dividing the Mnttr
angle of the dispiay are, More specMcany, each divided area is in the form of a sector
*vided hy the pardon objec. 106 that spreads &onr the center to its .reference, tha,

* corresponds to a radios of the cirCe, and has the center angie of HO*. „ is noted tha,

setting the circular display area.

value of the piayer 2 is added hy and rendered ^ c=nter^ Qf^
'

atvided area utay he ca^ated hy ((evaluating value of the p,ayer/sum Qf^

dtstrihuted according to the evading vahte of e,ch player. m^^ Qf
drvided area B heconres approbate* Md the center^ „f fc^_ a
and C hecotne approbate* 103'. The partiuon ohjec 106 is nroved hased on these
-ter ang.es, and the size of the divided area is changed. Furthermore, in ,his ezample
.co, sircar to the ahove-descrihed emhodiment, the visua, range of the game image of

'

each player is changed according to the size change of each divided are,
Tien, in Figure 15, furthermore, the dispiay image h a^ thal the^ ,

States the ganre advantageous* is dispiayed. in this e*amp,e, the eva,ua,iug values— Players 1, 2, and 3 are 3, U, 15
, respective*, and therefore, the center angles of the
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divided areas A, B, and C are approximately 43°, 245°, and 72°, respectively. Thus, the

divided area B of the player 2 that facilitates the game advantageously is large so that

many enemy characters 104 appear in the area. Therefore, the player 2 has more

opportunities to defeat the enemy character 104, and this makes the player 2 more and

more advantageous. On the other hand, the divided areas A and C of the other players 1

and 3 are small so that the enemy character 4 seldom appears, and therefore, the other

players become more and more disadvantageous.

In this embodiment,^similar to each of the above-described embodiments, it is

possible to easily comprehend the superiority or inferiority situation of the play content of

each player. In addition, the superiority or inferiority is reflected in the display area of

each player so that it is possible to increase the amusement of the game. Furthermore, it is

possible to affect the proceeding of the game so that it is possible to facilitate the

proceeding of the game.

In addition, in this embodiment, when any one of the players is game-over, the

divided area of the player is to be deleted from the display area. In Figure 16. a display

screen, in a case that the player character 102 of the player 1 is defeated by the enemy

character 104 and the game is over, is displayed. In this case, the display area is

re-divided by the remaining players that subtract the number of players who are

game-over, and the re-divided area is allotted to the remaining players. Furthermore, the

size (the center angle of the divided area) of the re-divided area allotted to the remaining

players is determined (calculated) based on the evaluating value of the remaining players

in this embodiment. In this example, the evaluating values of the remaining players 2 and

3 are 17 and 5, respectively. Therefore, the center angle of the divided area B is

approximately 278°, and the center angle of the divided area C is approximately 82°

Thus, when there is a player who is game-over, the display area is re-separated and
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allotted by the remaining players that subtract the player who is game-over so that it is

possible to delete from the display area the area for the player who is game-over.

Therefore, it is possible toeasily comprehend the superiority or inferiority of the game of

each player. In addition, the entire range of the display area for the remaining players is

used so that it is possible to put the display area to an effective use, and the remaining

players can concentrate on the game and further enjoy the game.

The above-described operation is processed by the CPU 36 according to

flowcharts shown from Figure 17 and Figure 18. The processes from steps S41 to S49 in

Figure 17 are processes similar to the steps SI to S9 in Figure 10 in the above-described

embodiment so that the descriptions will be herein omitted.

In a step S51 in Figure 17, the CPU 36 renders the circular display area within the

display screen. Next, in step S53, the CPU 36 renders the partition object 106 in such a

manner as to equally separate the center angle of the circular display area in

correspondence with the number of the participating players written in the

number-of-players data storing area 72. That is, a rendering location of the partition

object, and etc., are calculated based on the center angle calculated by the equal division.

Next, the CPU 36 generates the game image by each player in step S55, and

displays the game image of each player in each divided area in step S57. That is, the

image data having the display screen in which the game image of each player is rendered

in each divided area is generated, and displayed on the screen of the monitor 34. Thereby,

the display screen as shown in Figure 13 is displayed on the monitor 34, and each player

plays the game on this display screen, for example.

Next, in a step S59 in Figure 18, the CPU 36 determines whether or not the enemy

character 104 is defeated by any one of the players. If "YES" in the step S59, the CPU 36

reads out from the evaluating-value-data storing area 74 of the main memory 40 the
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evaluating value of the player that defeats the enemy character, and adds 0.5 to the value

in a succeeding step S61. Furthermore, the CPU 36 writes the calculated new evaluating

value in the area for the player in the evaluating-value-data storing area 74.

In succeeding steps S63 and S65, the size change of the divided area is performed.

That is, in the step S63, the CPU 36 calculates the center angle of the divided areas of

each player based on the evaluating values of each player. The center angle of each

divided area may be calculated by ((evaluating value of the player/sum of evaluating

values of all players) X 360°), for example. It is noted that all players mean the remaining

players who are not game-over yet at this moment, and the player who is game-over is not

subjected to the calculation.

In the step S65, the CPU 36 moves the partition object 106 in such a manner as to

change the divided areas of each player based on the calculated center angle. That is, the

CPU 36 calculates the rendering location of the changed partition object 106.

In a step S67, the CPU 36 changes the visual range of the game image of each

player based on the changed divided areas. In addition, in a step S69, the CPU 36 allows

the game image of the changed visual range of each player to be displayed in each of the

divided areas. That is, the image data having the display screen in which the changed

game image is rendered in each divided area is generated, and displayed on the screen of

the monitor 34. Thereby, the display screen as in Figure 14 is displayed on the monitor

34, for example.

On the other hand, if "NO" in the step S59, in a succeeding step S71, the CPU 36

executes the game-process based on other operations. These processes include a process

in a case that the enemy character 104 is not defeated, a process based on various

operations, and etc. In a case that the enemy 104 is not defeated by any one of the players,

the size of the divided area is not changed so that the game image appropriate for the size
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of the divided area at this time is generated, and displayed on the monitor 34. Thus, the

game is made progress.

When the process of the step S69 or S71 is ended, the CPU 36 determines whether

or not any one of the players is game-over in a step S73. If "YES" in the step S73, that is,

in a case that any one of the player characters 102 is defeated by the enemy character 104,

and etc., in succeeding steps S75 and S77, the re-separating process of the display area is

performed, and the size of the re-divided area is determined.

That is, in the step S75, the CPU.36 subtracts the player who is game-over from

the data of the number-of-players data storing area 72 of the main memory 40.
:

'One" is

subtracted from the number-of-players data, and the number of players is rewritten to the

number of the remaining players. In addition, out of the remaining player data, a flag of

the player who is game-over is turned off.

Then, in a step S77, the CPU 36 re-divides the display area by the remaining

players, and based on the evaluating values of the remaining players, the size (in this case,

the size of the center angle) of the divided area of each player is determined. What is the

remaining player is read out from the number-of-players data storing area 72, the

evaluating value of the remaining players is read out from the evaluating-value-data

storing area 74, and the center angle of the divided areas of each remaining player is

calculated, for example.

It is noted that in another embodiment, by setting the evaluating value of the

player who is game-over to zero (0), the divided areas of the player may be deleted, for

example.

Upon completion of the process of this step S77, the process returns to the step

S65. Therefore, the divided area of the player who is game-over is deleted from the

display area, the display area is re-divided by only the remaining players, and the display
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screen having the re-divided area allotted to the remaining players as shown in Figure 16,

for example, is displayed on the monitor 34.

If "NO" in the step S73, the CPU 36 determines whether or not game is ended in a

step S79. If "NO" in this step S79, that is, in a case that a game-ending condition is not

reached, the process returns to the step S59 so as to repeat the process. Therefore, as

described above, in a case that the player 2 continues playing the game advantageously,

for example, the display screen of a situation in which the player 2 is ovenvhelmingly

advantageous as shown in Figure 15 is displayed on the monitor 34.

On the other hand if "YES" in the step S79, the CPU 36 executes a process for

ending the game in a step S81, and ends this game process.

It is noted that in each of the above-described embodiments, when a condition for

assigning superiority or inferiority in the play content of the game such as when the card

100 is taken in the card-taken game or when the enemy character 104 is defeated in the

shooting game, and so forth is reached, a predetermined value is added to the evaluating

value of the player so as to increase the evaluating value in the step S19 (Figure 11) or in

the step S61 (Figure 18). However, a setting manner of the evaluating value may be

changed as required.

When any one of players reaches the condition, the predetermined value may be

decreased and rendered small from the evaluating value of the player other than the

player. In this case, the evaluating value of the player in a disadvantage situation may be

rendered zero (0), and according to the changing manner (calculating manner of the area

or the center angle) of the size of the divided area as described above, the divided area of

the player having evaluating value zero (0) is rendered zero (0). That is, the divided area

of the player having the evaluating value zero (0) is to be deleted from the display screen,

and it becomes possible to forcefully bring into being game-over. Therefore, it is possible
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to further increase the amusement as a battle game.

In addition, besides adding the predetermined value to the evaluating value of the

player who reaches the condition so as to increase the evaluating value, the predetermined

value may be decreased from the evaluating value of the player other than that player so

as to render the evaluating value small. In this case, a great difference occurs regarding'

the evaluating value between the player who reaches the condition and the other players

so that it is possible to increase the amusement as the battle game, and further speed up

the final outcome of the battle.

In addition, in each of the above-described embodiments, the area or the center

angle of each divided area is evaluated by proportionally distributing the whole area and

the whole center angle of the display area according to the evaluating value. However,

the calculating manner of the size such as the area or center angle, and etc., of each

divided area may be changed as required. The size of each divided area may be evaluated

by unproportionally distributing the display area according to the evaluating value. In

this case, contrary to each of the above-described embodiments, the more advantageous

player, the smaller the size of the divided areas, thus gradually becoming

disadvantageous, and the more disadvantageous the player, the larger the size of the

divided areas, thus gradually becoming advantageous. That is, a balance is maintained

during the process of the game, and although a difference in technique between the

players is large regarding the game, it is possible to play the game in a closely contested

situation, thus possible to increase the amusement of the game.

In addition, in each of the above-described embodiments, in the step S25 (Figure

11) or the step S67 (Figure 18), and etc., in correspondence with the change of the size of

the divided areas, the visual range of the game image of each player is changed so that an

aspect, for example, of the game image rendered in each divided area is changed.
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However, the changing manner of this game image may be changed as required. As .

another embodiment shown in Figure 19, for example, the size of the object rendered in

each divided area may be changed.

An example in this Figure 19 is a game in which the above-described card object

100 is taken. The card 100 has rendered in such a manner as to be reduced in size in the

order of the divided areas A, C D, and B. The card 100 rendered in the divided areaA of

the player 1 is magnified and large. However, the card 100 rendered in the divided area B
of the player 2 is reduced and small. Therefore, the player 1 is capable of easily reading

out a letter, and etc., written in the card 100. However, the player 2 finds it difficult to

read out the letter and etc., written in the card 100. That is, in this circumstance, the

player 1 is capable of playing the game far advantageously than the player 2. Thus,

depending on the kind of the game, the object magnified/reduced according to the

superiority or inferiority situation of the play is rendered in each of the divided areas, and

by applying an advantage or a disadvantage to the play of the game, it becomes possible

to affect the proceeding of the game, thus possible to increase the amusement of the

game.

It is noted in each of the above-described embodiments, the game system 10

executed by a single game machine 12 is used. However, in another embodiment, a

combined or linked game system 10 that has the game machine 12 and a plurality of

hand-held game machines connected-may be used.

That is, the video game system 10 in another embodiment shown in Figure 20

includes the game machine 12 and a plurality of hand-held game machines 108. The

game system 10 is constructed approximately similar to the game system 10 in the Figure

1 embodiment such as the game machine 12, the monitor 34, and etc. for example, so that

the description of duplicated portions will be herein omitted.
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In this embodiment, in place of the controller 22 of the Figure 1 embodiment, a

Plurality of hand-held game machines 108 are connected to the game machine 12 via a

communication cable 110. More specifically, a connector 20 of the game machine 12 and
a connector 112 (Figure 21) of the hand-held game machine 108 are connected by the

communication cable 110. The hand-held game machine 108 may function as a

controller of the game machine 12.

It is noted that in Figure 20, a case in which the two hand-held game machines 108
are connected is shown. However, in reality, as many hand-held game machines 108 as

the number of the players who participate in the game are connected. In addition, in

another embodiment, the hand-held game machine 108 may be connected to the game
machine 12 by another method such as wirelessly via an electromagnetic wave, for

example.

At an approximately center portion of a front surface of a housing of the hand-held

game machine 108, a color liquid crystal display (LCD) 114 is provided as a separate

display. In this LCD 114, the game images such as the menu screen, the game space,

game characters existing in the game space, a necessary message, and etc., are displayed.

In predetermined locations such as the front surface (face of surface) or an upper

surface (ceiling surface), and etc., of the housing, an operating portion 1 16 is provided as

the operating means operated by the user or the player. The operating portion 116

includes a cross button, a start button, a select button, an A button, a B button, an L
button, an R button, and etc., in this embodiment. The cross button functions as a

direction switch, and capable of moving the game character, a cursor, and etc., displaved

on the LCD 114 and the monitor 34 as a common display in four directions by operating

one of four depressing portions. The start button is used for instructing starting the game,
and so forth, and the select button is used for selecting a game mode, and so forth.
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Primarily, 4. A bulton is^ for xleaing (determinjng)i^ ^^ ^
designated by the cursor, and ft. B button is used for canceling the se.ected hem, and so
ford, m addition, the A button, the B Button, the L button, the R button, and a

combination of these buttons allow the game character displayed on the LCD U4 to take

arbitrary actions such as throw, capture, jump, cur by a sword, start a conversation, and so
forth, which are previously set by each operation.

On a far side of the upper surface of die housing, an inserting entry not shown is

provided, and a cartridge 1 18 (Figure 21) is inserted into tins inserting entrv to be

deutchably attached. At an internal portion of the inserting entry, and a. aperture of an
edge portion of an inserting direction of the cartridge 118, the connector 120 and to
connector 122 capable of making a connection therebetween are provided, respectively.

This makes the cattridge 118 accessible by a CPU 124 (Figure 21) of the hand-held game
machine 108 when the connector 120 and the connector !22 are connected. Furtirermore.

on a near side of the upper surface of the housing, an external extension connector

(communication use connector) 1 12 (Figure 21) is provided. A communication cable U0
is connected to this connector 112.

In addition, below the A button and the B button in the front surface of the

housing, a speaker is provided, and sounds such as a BGM during the gamel a sound

effect, and etc, are output. ra addition, „ , rear surflce of §^ ^^
box in which a battery and etc., are set is provided, and on a bottom surface of theJL a

power switch, a sound vo.ume adjusting, a headphone connecting terminai, and etc., are

provided.

It is noted that the hand-held game machine 108 used in the embodiment is

GameBoy Advance an example, and the game machine 12 may be

25 Nintendo GameCube (pSfeetS^) as an example.

15

20
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Figure 21 is a Mock diagram showing electric structure (in.en.ai structure) of the
hand-held game machine 108 and the cartridge 118. Reftlrt,g t0 this Figure 2[
oand-heid game machine 108 includes a CPU 124. The CPU 124 is aiso ref=md to as a
processor or a compmer, and etc., and is response for entirely continuing this

'
uand-heid game machine 108. The above-descrihed LCD 114, the operating portion 116
and me connector 120 are connected to this CPU 124 via an interna, hus, and a worte,
RAM (WRAM) 126, an exchange buffer 128, etc., are aiso connected.

A display signal is appiied from the CPU 124 ,„ the LCD 114, and as a result the
game image is displayed, I, is noted that although no. illus.ra.ed, a VRAM and an LCD
controller are connected to the PPTr 1 ->-t f«, ~ .to the CPU 1_4, for example, and under the instruction of the
CPU 124, character image data and game image data are rendered in the VRAM In

addition, the LCD controller reads out the image data rendered in the -VRAM according to
the instruction of the CPU 124, and displays the game image of the character, the game
screen, and etc., on the LCD 114.

The operating ponion 1 16 includes .he above-described respective operating
buttons, and key inpu. infonnation or an operating signal in response .0 the operation of
the respective operating butions are applied .0 the CPU 124. Therefore, .he CPU 124
executes the process in accordance with the instruction of tit. user applied titrounh .he

operating portion
, 16. fc addition, ,he operating si^a, is applied .0 an exchange buffer

128 by tite CPU 124, and also transferred t0 a. game machine 12.

Tie WRAM 126 is used as a working area, a bufferarea, and etc., of .he CPUm
The exchange buffer T28 is a buffer for ,he da,a exchanged between the game machine P
and ,he hand-held game machine !08, and connected ,0 me externa, extension connector

112. The dam communication is rendered possible with tite game machine 12 bv
connecting the connector 20 of the game machine ,2 using the communication cab,e 110
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for example.

It is noted that although not illustrated, the speaker is connected to the CPU 124

via a sound circuit, and the sound signal is applied to the sound circuit from the CPU 124.

As a result, the sound such as the game music, the sound effect, and etc., are output from

the speaker.

A ROM 130 and a RAM 132 are contained in the cartridge 118, the ROM 130 and

the RAM 132 are connected by the bus with each other, and connected to the connector

122. Therefore, as described above, when the cartridge 118 is attached to the game

machine 108, and the connector 122 and the connector 120 are connected, the CPU 124 is

electrically connected to the ROM 130 and the RAM 132. Therefore, the CPU 124 is

capable of reading out predetermined program data from a predetermined area of the

ROM 130 and developing the data into the WRAM 126, reading out predetermined

backup data from the RAM 132 and writing the data into the WRAM 126, saving

(writing) the backup data generated in the WRAM 126 corresponding to a proceeding

situation of the game into the predetermined area of the RAM 132 and so forth, for

example.

It is noted that a flash memory, which is a nonvolatile memory, is adapted to the

RAM 132. However, a ferroelectric memory (FeRAM) or an EEPROM, and etc., may be

adopted as another nonvolatile memory.

The ROM 130 includes a hand-held game-use program storing area 134, a

character data storing area 136, a sound data storing area 138, and a storing area 140 for

another data as shown in Figure 22.

This hand-held game-use program is constructed of a game image generating

program 142, a key input information transferring program 144, an evaluating value

exchanging program 146, various kinds of programs 148 necessary for facilitating the
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game, and etc.

Herein, the key input information transferring program 144 is a program for

transferring to the game machine 12 key input information or the operating signal based

on the operation of the operating portion 1 16 by the player. In addition, the evaluating

value exchanging program 146 is a program for receiving the evaluating value transferred

from the game machine 12, and also for transferring the evaluating value to the game

machine 12 in another embodiment described later.

In the character data storing area 136, data regarding the game character such as

the player character or enemy character, an item character such as the item, a background

character, and etc., are stored. In addition, in the sound data storing area 138, sound data

for playing the game music such as the BGM, for example, is stored.

In this game system 10, as a result of the game screen (common screen or display

screen) common to each hand-held game machine 108 being displayed on the monitor 34,

which is the common display, and the game screen (separate screen or separate game

image) unique to each hand-held game machine 108 being displayed on the LCD 114 of

each hand-held game machine 108, an interlocking game is executed.

Each player of the hand-held game machine 108 facilitates the game by using the

operating portion 116 of their own hand-held game machine 108. The key input

information from the operating portion 116 is applied to the game machine 12. In the

game machine 12, by processing according to the key input information, the game image

displayed on the common screen is changed. Therefore, the common screen changed

corresponding to the operation of the operating portion 116 of each hand-held game 108

is displayed by the monitor 34, and the separate screen changed corresponding to the

operation of their own operating portion 116 is displayed by the LCD 114 of each

hand-held game machine 108.
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In this embodiment, too, similar to each of the above-described embodiments, in

the common screen displayed on the monitor 34, the size of the divided areas for each

player is changed based on the evaluating value. Therefore, it is possible to easily

comprehend the superiority or inferiority situation of the play content of each player, and

increase the amusement of the game.

Furthermore, in this embodiment, the evaluating values are transferred to each

hand-held game machine 108 from the game machine 12, and in each hand-held game

machine 108, the separate screen to be displayed on the LCD 114 changed based on the

received their own evaluating values is re-generated.

In Figure 23, an example of a transition of the separate screen displayed on the

LCD 114 of each hand-held game machine 108 is displayed. In this example, an item

equipping state of the player character 150 displayed in the separate display has been

changed based on the evaluating value. That is, at a time of starting the game, as shown in

Figure 23 (A), a state of the player character 150 of each player is the same. However, in

a case that the player 1 facilitates the game advantageously later as shown in (a) of Figure

23 (B), only the player character 150 of the player 1 is in a full-equipped state in which

the player character 150 is equipped with a sword item 152, a shield item 154, an armor

item 156, and a helmet item 158. On the other hand, as shown from (b) to (d) in Figure 23

(B), respectively, the player character 150 of the player 2 is in a state to be equipped with

only the shield item 154, the player character 150 of the player 3 is in a state to be

equipped with the sword item 152 and the armor item 156, and the player character 150 of

the player 4 is in a state to be equipped with the sword item 152 and the helmet item 158.

In this case, the player 1 is capable of playing the game advantageously in the hand-held

game machine 108 compared to the other players.

According to this embodiment, the separate game image to be displayed in the
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separate display of the hand-held game machine 108 is changed according to the

superiority or inferiority situation of the play content in the common screen, and

therefore, the superiority of inferiority of the play content is also reflected in the play

content of another game machine, thus possible to realize the interlocking game with an
increased amusement.

More specifically, according to a flowchart shown in Figure 24, the CPU 36 of the

game machine 12 executes the exchanging process out of the game operations. The
program of this exchanging process is a program for the interlocking game, may be

executed by a main program for the game operation of the game machine 12, and

executed after the step S15 in Figure 10 and the step S57 in Figure 17, for example.

In a step S91 in Figure 24, the CPU 36 determines whether or not to receive the

key input information (operating signal) from the hand-held game machine 108. If

"YES" in this step S91, the CPU 36 executes a game proceeding process based on the

received key input information in a step S93. It is noted that in this step S93, the

processes from the step S17 to the step S31 in Figure 11, the processes from the step S59
to the step S79 in Figure 18, and etc., are executed. Thereby, the evaluating value is set

according to the superiority or inferiority situation of the play content of the game in the

common screen, the size of the divided areas of each player is changed based on the

evaluating value, and the changed display screen (common screen) is displayed on the

monitor 34, for example. In addition, if there is the player who is game-over, the display

area is re-divided by the remaining players that subtract the player who is game-over, and
the display screen in which the re-divided areas are allotted to the remaining players, that

is, the display screen in which the area for the player who is game-over is deleted from the

display area, is generated and displayed on the monitor 34.

If "NO" in the step S91, in a succeeding step S95, the CPU 36 determines whether
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or not an evaluating-value transferring timing. If "YES" in this step S95, the CPU 36

reads out the evaluating value from the evaluatmg-value-data storing area 74 and

transfers the evaluating value to each hand-held game machine 108 in a step S97. It is

noted that this evaluating value is set in the step S19 in Figure 11 or the step S61 in Figure

18, for example. In response, in each hand-held game machine 108, the game image is to

be changed based on the player's own evaluating value.

It is noted that if the process of the step S93 or step S97 is ended, or "NO" in the

step S95, the process returns to a flow to a main program not shown.

On the other hand, an operation of the hand-held game machine 108 is illustrated

in Figure 25. A CPU 124 of the hand-held game machine 108 displays the menu screen of

the hand-held game machine-use game on the LCD 114 in a step S101. Next, in a step

S103, the CPU 124 determines whether or not to start the game. If "YES" in this step

S103, that is, in a case of receiving the operating signal or the key input information for

starting the game from the operating portion 116 by the operation by the player, for

example, the process advances to a subsequent step S105 so as to establish a

synchronization with another hand-held game machine 108. More specifically, as a result

of identification information transferred from the game machine 12 at a time of starting

the game being received, the synchronization with another hand-held game machine is

established.

Next, the CPU 124 generates the game image for displaying on the LCD 114,

which is the separate display, based on the hand-held game-use program developed in the

WRAM 126 in a step S107, and in a step S109, displays the game image on the LCD 114.

Thereby, a separate screen as shown in Figure 23 (A) is displayed on the separate display

of each hand-held game machine 108, for example.

In a step Sill, the CPU 124 determines whether or not there is a key input from
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the operating portion 116 by the player. If "YES" in this step Sill, the CPU 124

transfers the key input information or the operating signal to the game machine 12 via the

exchange buffer 128 in a step SI 13. In the game machine 12, as described above, the

game process is executed based on this key input information.

Furthermore, in a step SI 15, the CPU 124 changes the game image to be displayed

on the LCD 114 based on the key input information. That is, the CPU 124 facilitates the

hand-held game machine-use game based on the key input information so as to generate

the changed game image.

On the other hand, if "NO" in the step Sill, the CPU 124 determines whether or

not the evaluating value is received from the game machine 12 in a step SI 17. If "YES"

in this step S117, the CPU 124 changes the game image to be displayed on the LCD 114

based on the received evaluating value in a succeeding step SI 19.

When the process of the S115 or S119 is ended, or if "NO" in the step S117, the

CPU 124 determines whether or not to end the game in a step S121. If "NO" in this step

S121, the process returns to the step S107 so as to repeat the process. Therefore, the

process of the step S109 allows the changed game image to be displayed on the LCD 114,

and in a case that the player 1 plays the game advantageously, the separate screen as

shown in Figure 23 (B) is displayed on the separate displays of each hand-held game

machine 108, for example.

On the other hand, if "YES" in the step S121, the CPU 124 executes a game

ending process in a step S123, and ends this game process.

It is noted that in Figure 23, the item of each player character 150 is changed based

on the evaluating value as an example. However, a changing manner or method of the

separate screen of the hand-held game machine 12 is changed as required. In another

embodiment, a level of the player character may be changed (up/down), for example, or
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the player character may be evolved, or a new character may be appeared in the game

space.

It is noted that in the above-described embodiment, the evaluating value is set in

the game machine 12, the evaluating value is transferred to each hand-held game machine

108, and the game image to be displayed on the separate display is changed based on the

received evaluating value on a hand-held game machine 108 side. However, in another

embodiment, it may be possible that the hand-held game-use program is constructed

including the evaluating value setting program and the evaluating value transferring

program, the evaluating value of the player is set by the superiority of inferiority (in this

case, a level of achieving the predetermined condition in the play of the hand-held game

of each player) of the game content on the separate screen displayed on the LCD 114 of

each hand-held game machine 108, and the evaluating value is transferred to the game

machine 12. In addition, on the game machine 12 side, based on the received evaluating

value of each player, the divided areas of the common screen to be displayed on the

monitor 34, which is the common display, is changed. It is noted that it may be possible

that from the hand-held game machine 108, an achieving level or a result, and etc., of the

predetermined condition in the hand-held game is transferred, and the evaluating value is

set based on the achieving level, and etc., on the game machine 12 side.

In addition, in each of the above-described embodiments, the cartridge 118 is

attached to the hand-held game machine 108. However, the cartridge 118 may not need

to be attached. However, in this case, the hand-held game-use program and the various

kinds of data stored in the ROM 130 of the cartridge 118 are stored in the optical disk 18

set to the game machine 12, and downloaded into the WRAM 126 of each hand-held

game machine 108.

Although the present invention has been described and illustrated in detail, it is
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clearly understood that the same is by way of illustration and example only and is not to

be taken.by way of limitation, the spirit and scope of the present invention being limited

only by the terms of the appended claims.
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